AIMS AIMS
The goal of this study is to evaluate the efficacy of The goal of this study is to evaluate the efficacy of a virtual reality enhanced therapy in the treatment a virtual reality enhanced therapy in the treatment of emotional overeating in obese subjects. of emotional overeating in obese subjects.
The therapeutic aim is to help obese subjects to The therapeutic aim is to help obese subjects to cope and manage the emotions in response to cope and manage the emotions in response to which emotional overeating occurs. which emotional overeating occurs.
We have just begun to investigate the We have just begun to investigate the effectiveness of effectiveness of Immersive VR, coupled with Immersive VR, coupled with adequate therapeutic narratives and integrated by adequate therapeutic narratives and integrated by a self a self--monitoring technique and a mobile non monitoring technique and a mobile non--immersive VR tool. immersive VR tool. 
OBESITY OBESITY
Obesity is a medical condition characterized by Obesity is a medical condition characterized by overweight. Overweight is defined by a BMI>25; overweight. Overweight is defined by a BMI>25; obesity is defined by a BMI>30 and a BMI>35 obesity is defined by a BMI>30 and a BMI>35 defines a severe/morbid obesity (WHO, 2003) . defines a severe/morbid obesity (WHO, 2003) .
Obesity is a biopsychosocial pathology, in fact its Obesity is a biopsychosocial pathology, in fact its development is characterized by a complex and development is characterized by a complex and dynamic system of biological, social and dynamic system of biological, social and psychological factors. psychological factors.
EMOTIONAL OVEREATING EMOTIONAL OVEREATING (1) (1)
From a behavioural point of view, it consists in From a behavioural point of view, it consists in eating an unusually and large amount of food in eating an unusually and large amount of food in response to negative as well as positive emotions, response to negative as well as positive emotions, independently from speed and level of control. independently from speed and level of control.
Psychologically, emotional overeating is well Psychologically, emotional overeating is well explained by the psychosomatic theory of obesity, explained by the psychosomatic theory of obesity, for which obese people overeat when anxious and for which obese people overeat when anxious and eating reduces this anxiety eating reduces this anxiety (Kaplan and Kaplan, (Kaplan and Kaplan, 1957) 
Clinical observations as well as laboratory studies Clinical observations as well as laboratory studies showed that over showed that over--weighted and obese people tend weighted and obese people tend to eat more food in response to emotions than to eat more food in response to emotions than normal normal--weighted subjects and tend to eat in weighted subjects and tend to eat in response to emotions even when normal response to emotions even when normal--weighted weighted subjects don subjects don ' 't ( t (Ganley Ganley, 1989 
THE NEW VR THE NEW VR--EHANCED EHANCED THERAPEUTIC PROTOCOL THERAPEUTIC PROTOCOL (1) (1)
The traditional psychological clinical protocol for The traditional psychological clinical protocol for the treatment of obesity undervalues the the treatment of obesity undervalues the importance of emotional overeating in obesity. importance of emotional overeating in obesity.
In order to clinically approach this dysfunctional In order to clinically approach this dysfunctional eating behaviour, we developed a new VR eating behaviour, we developed a new VR--enhanced therapeutic protocol that consists in both enhanced therapeutic protocol that consists in both pc pc--based and mobile sessions.
based and mobile sessions. 
THE NEW VR THE NEW VR--EHANCED EHANCED THERAPEUTIC PROTOCOL THERAPEUTIC PROTOCOL (6) (6)
In immersive VR phases, partecipants experience In immersive VR phases, partecipants experience relaxation relaxation by applying different relaxation by applying different relaxation techniques and listening to different therapeutic techniques and listening to different therapeutic narratives. narratives.
A virtual environment representing a tropical island A virtual environment representing a tropical island is used to enhance relaxation by visually is used to enhance relaxation by visually presenting key images for facilitating the process presenting key images for facilitating the process and enabling participants to practice, and hence and enabling participants to practice, and hence master, relaxation techniques in a more realistic master, relaxation techniques in a more realistic context. context.
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THE NEW VR THE NEW VR--EHANCED EHANCED THERAPEUTIC PROTOCOL THERAPEUTIC PROTOCOL (7) (7)
In the two mobile phases, subjects continue In the two mobile phases, subjects continue relaxation exercises individually and daily through relaxation exercises individually and daily through the support of a mobile phone playing a relaxing the support of a mobile phone playing a relaxing video extracted from the virtual environment, with a video extracted from the virtual environment, with a relaxing narrative. relaxing narrative.
Plus, they apply self Plus, they apply self--monitoring each time they feel monitoring each time they feel down, writing on a sheet about the situation in down, writing on a sheet about the situation in which they are, the emotions, the thoughts and the which they are, the emotions, the thoughts and the behaviours. behaviours. 
THE CLINICAL TRIAL THE CLINICAL TRIAL (in progress) (in progress)
Participants Participants 25 female in 25 female in--patients (Mean age=49,08; SD=10,6) meeting patients (Mean age=49,08; SD=10,6) meeting WHO criteria for morbid obesity. Further inclusion criterion WHO criteria for morbid obesity. Further inclusion criterion was and is a score of 1 or higher in at least one of the 6 was and is a score of 1 or higher in at least one of the 6 items of the Emotional Overeating Questionnaire (EOQ) items of the Emotional Overeating Questionnaire (EOQ)
Experimental design Experimental design
We compared 3 conditions: We compared 3 conditions: 
VR
